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Three Dollars 




IM I CHOLS 



6901 BUCKEYE WAY 



•RV I CEE3 



COLUMBUS, GEORGIA 319G4 
■WIZARDRY <TM) PRODUCT LIST— 



(404)323-9227 



HAP9 

(All aapa contain th« btit and lataafe lnforaatlon obtainable and havt all ataaagaa ai Hall 
aa helpful notti. J 

SCENARIO I— Provlaf Srounda of the Had Ovarlord * 3.11 

9CENARI0 II — Tha Kaffht of Dtaaonda t 3.81 

9CENARI0 III-Tht Itejacy of Llylgaayn I 3.11 

Wl Z 18Y9TEH MANUAL 

(Tht aanual enablea tha playtr to Maintain eontrol ovar avtry aapact of tht aaae. It 
containa full dlacawflona of avtry factt of aucetaeful playing — froa creating your 
charactara through food aapplng ttchnlqut. Ovtr half of tht aanual ia davotad to halpful 
charta Including eejeipaent, oagical ittoa, aonatere, chaat trapa, aptll development, ate. 
Updataa and aupport by aall and phona art provldad frat of chargt.) 
MI Z I9Y9TEH MANUAL — JCENAR I OS I AND II (36 pagta) 112.91 
MIZI8YSTEN MANUAL --SCENARIOS I, II AND III (73 PAGES) 913.01 
8CENARI0 III SUPPLEMENT TO 8CENARI0 I AND II MANUAL f 3.50 

SCENARIO III SUPPLEMENT KITH 8CENARI0 III NAPS t 7.00 

WIZMA3TER UTILITY H3K 

(Tha Miiaaeter utility diak glvta tht playtr coaplttt control ovtr hia charactara, froa 
raei and claaa chaaajta to apalla and equipaent. Favorltt charactara aay aaaily and 
quickly bt brought back to lift, rtturntd to tht Caatlt or havt thtlr potftre tnhanctd. In 
addition, it Mill print out a characttr'a at at I at 1 ca Juat ai thty ara aaan in tha Inapact 
option of tht gaae. Tht diak aay bt uaad with charactara froa Scanarioa I, II or III. 
Rtquirta Applt II, lit or lit with DOS 3.3 and 4BK.) 

Ml ZHABTER UTILITY ilSK 119.00 
MlIlHEItS MAGAZINE 

(Tha HIIlHtMS quarterly aaqaslna la tht only ont of lte typa for davotaaa of 
fantaay and ad van tart gaaaa. Although aaphaaixlng tht Mlitrdry 9aaaa, avtry 
laaut will bt flllaafMlth artlclaa, intarvltNt, rtvitua, ntwa, goaaip, hinta and 
coaaantary conctrnla)f your favorltt fantaey and advtnturt gaata» Coluanlata and rtgular 
Nritara, choaen for thtlr dtpth of experience and knowladgt, providt tht kind of artlclaa 
you'vt alwaya wantee"! Nanuacripta, lttttri and aoftuart aubalaalona ara Ntlcoatd, and 
advartiaing apact it availablt. Pltaat *rltt for dttaila.) 
THE W I Z I NEWS QUARTERLY (ont ytar aubacr 1 ptl on) I B.B0 

9P EC1AL 0FFER9 

HAP9 FOR ALL THREE SCENARIOS (RE8. 113) 112. SB 

MI Z I8Y9TEH MANUAL Aa* HAPS— 9CENARI08 I AND II (RE8. 123) 128.00 



MI Z I9Y9TEH MANUAL 



HAPS — SCENARI08 I, II AND III (REB 130.00) 123.00 



Ml ZHABTER UTILITY DISK WITH ANY PURCHASE AT RE6ULAR PRICE 
Ml Z INEM8 MITH ANY PURCHASE AT REBULAR PRICE 
MIZI SYSTEM MANUAL Aa» HAPS— SCENARIOS I, II AND III, 
MI ZHASTER DISK MD MIZINEMB (REB. 193.80) 



113.30 
I 7.00 



149.00 



TERHSi All pricta ara la U.i. earriacy. Payeent aaat acceaatny ordtr. RC and VISA acctated (fiva I and aiplration data). 
POSTABEt Pricta Inclose 0.L aad APO aoataft. Oataldt U.I. add 94.00 for alraall af aaaaai • eaei and/or Hliaaater, t3.ll for 
Ureal I of aaat or Nttaatter aeene, M il for alraail of Vlztneee. 
KOTEt Prlctt carrtnt aa af I April 1184 and art aetject to changt elthoet netlca. 

Kitliyatta, Vlilntva and Viaaaatar art Tradtaarkt of Rlckolt Strvlctt| Copyriftit IttJ, IW by Rlchatl L. Mlcholt 

Klurdry la i tradtaart of aV-Ttth hftaare, Inc.f Cofyritnt 1*11, »2 t P ay Andrta fcVeeneerf , Inc. and Robert toodhtad, Inc. 



NEWS 



ANDREW GREENPERQ HAS LEFT SIR-TECH -for Origin Systems, or 
■o it has been told uai by several sourcta. 
(Origin Systems publishes Ultima III and The 
Cavarna of Callisto) Seems he has Joined Lord 
British (the creator of the Ultima Series) in 
order to work on a new game. Judging from the 
the successes each has had separately, a 
collaboration ought to produce a blockbuster! 

SIR-TECH IS BUSY working on the IBM version of the first 

scenario of Wizardry, which is slated to be 
released in late March, 1984- Rumor has it that 
they are considering making the game available 
for the Commodore and Apple s Macintosh, as wel 1 - 
It wouldn't be surprising if > r - n 
incorporated 



routines into 
THE RETURN OF WERDNA, 
series, is 
September or 
wi 1 1 be on 
Santa. No 
long-awaited 
some outdoor 
count on it 



the "Window Wizardry" screen 
any or all of these new versions. 



the fourth scenario of the Wizardry 
scheduled to be beta-tested in 
October, 1984. This means that it 
sale by December, just in time for 
word yet if it will be the 
"wilderness scenario", with at least 
mazes as well as corridors. Don't 
though, since "Window Wizardry's" 



Hi -Res graphics take up a lot of memory. Couple 
that with the Apple K's limited disk space, and 
you have to realize that Sir-Tech is doing about 
all that can be done — that is, unless they have 
some more tricks up their sleeves! 
THIS IS JUST IDLE SPECULATION, but it seems that all the 

Wizardry scenarios, (and Ultima and other games, 
matter) would be easily adaptable to 
with a mouse. It Just so happens that 
the Apple 3C (in March, 1984) and the 
have those devices available. Could it 
Sir-Tech will make future Wizardry games 
with a mouse? 
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• have a lovi-hatt relationship with 
the Postal Service. On the on* hand 
we are on a first name basis with the 
worker* at the local post office — we 
are on* of their biggest customers. 
On the other hand our postal carrier, 
normally courteous and cheerful, 
becomes sullen around the first of 
the month as he lugs great stacks of 
magazines to our door. Among those 
tottering heaps are twenty-one 
different computer magazines, and you 
know how heavy those can get ! 

Yes, we do read them all. Since we have been in the 
business of helping Wizardry players become more 
successful, we have been especially attentive to any 
articles related to games in general and Wizardry in 
particular. Unfortunately, all but a handful have taken 
the form of "Oh, wow, man!" reviews of the latest arcade 
clones, and of that handful only a few articles have done 
more than mention Wizardry. 

Fantasy and adventure games are taken quite seriously by 
their players, and more of this type program is sold than 
all the spreadsheets put together. Yet month after month 
readers search among the myriads of articles written 
about obscure business and educational software for the 
rare article devoted to their favorite game. If any 
articles are found at all, readers are too often 
disappointed by sophomorlc "advice" that could make a dog 
1 augh ! 
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WIZINEWS to the rescue! This magazine is devoted 
entirely to the serious fantasy and adventure game 
player. Every issue will be packed with the kind of 
articles and information that you have been looking for. 
The contents of this premiere issue have been chosen 
specifically to fill the needs and answer the questions 
of Wizardry players from all over the world, and every 
issue will be edited with your success and enjoyment in 
mind. 

Nichols Services, the parent organization of the 
WIZINEWS, has built its reputation by being responsive to 
the needs and wishes of its customers. The WIZINEWS 
carries this policy a step further by basing its entire 
editorial content on its readers' input. We actively 
solicit your requests, comments, questions and any 
materials that you think other readers might enjoy or 
benefit from. Information for prospective writers is 
available on request, and the deadline for all materials, 
including letters to the Editor, is printed in the "Look 
into the Future" section. 

Although the WIZINEWS was established originally to cover 
the Wizardry games alone, it soon became apparent that 
our readers wanted and needed a magazine that dealt with 
the entire fantasy /adventure field. In response we have 
changed the direction of the WIZINEWS — this is the only 
issue that will deal solely with the Wizardry games. We 
intend it to cover any fantasy and/or adventure game that 
our readers are interested in, so you are invited to 
Include other games in your correspondence with us. 

Above all, we want you to know that the WIZINEWS is your 
magazine. It exists because you wanted it. It will 
contain what you want it to contain. It will cover the 
games you want it to cover. Since mind-reading is not 
among the talents we are blessed with, you must let us 
know what you would like to read. With your help, the 
WIZINEWS can become a major force in the world of fantasy 
and adventure games, not only by helping players to 
succeed with the games currently on the market, but by 
actually shaping future games to be more challenging, 
stimulating and enjoyable! 
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rest games, 1 i km great wins, don't 
Just happen, but are cultivated and 
refined ovar a parted of tima. Tha 
superiority o-f tha raw materials of 
thalr creation makes up only a small 
portion of the formula for their 
greatness. Combined with superior 
raw materials must be the skill to 
use them properly, the ability to 
continually and realistically 

evaluate the emerging product and the 
patience to allow it all to mature. 
Above all, the creators must possess the special ability 
to know the exact moment when everything is right, when 
all the parts come together into a sum greater than tha 
whol e. 

Most Wizardry players know that the series has been a 
bestseller since the Proving Grounds of the Mad 
Overlord's entry into the market in July, 1981. They 
have seen imitators, have even played some of them, but 
always come back to the original. Like a great wine, one 
always returns to it with pleasure, knowing that no 
matter how many times it has been experienced in the 
past, there will always be something new, something 
unexpected, a continual freshness that separates it from 
its lesser rivals. These qualities did not come about by 
accident, but through patience and a firm belief in the 
integrity of the game. 

Wizardry was born in boredom. Andrew Greenberg and his 
mates at Cornell were spending the spring study week of 
1978 doing what most people did — playing chess. Scrabble 
or endless card games. After a couple of days, he says 
that, "I was getting tired of these same games. I was 
bored and complained about my boredom." A friend 
suggested offhand that he go put "Dungeons and Dragons" 
on a computer. Greenberg remembers saying, "O.K." and 
going to his Apple I computer to write a game that 
eventually would bear only the vaguest resemblance to its 
ancestors. 

By the fall of 1979, Greenberg 's game was quite popular 
with friends and associates. He says that "It was 
constantly being played to all hours into the night. I 
ended up sleeping in the room of the person who was 
occupying my room to play the game." 

Andrew Greenberg worked part time as the guardian of an 
instructional computer system. Part of his job was to 
set up passwords and rules to keep unauthorized users out 
of the system, especially students who had discovered 
that the computer contained some challenging games. 
Greenberg took an instant dislike to one student who 
always seemed to be able to burrow around his most 
elaborate protection schemes to get at the game files. 
No wonder that his first impression of Robert Woodhead 
was that, "He was one of those people who just seemed to 
live to make my life miserable." 

When Woodhead decided that he might want to market a 
game, he remembered Greenberg ' s campus successes and 
contacted him, offering him "a deal I couldn't refuse." 



Greenberg says of the original division of labor, "...I 
agreed to allow Woodhead to do all the coding and I would 
take charge of the designing — hence freeing my time up. 
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I would virtually Just supervise. A« At turned out we 
both did a lot mor« programming and designing than we 
thought wi would hava to do." Although it waa 
Greenberg s original program that waa forming tha baaia 
of their efforta, it aoon bacama apparent that Woodhead 
waa contributing creativity and originality to the game, 
so Woodhead waa named coauthor of Wizardry along with 
Greenberg. 

Deacribing their office during thia period Robert 
Woodhead says, "We are talking equal or. I did the 
original coding in an office smaller than your bathroom. 
You had to hold your breath to fit in two email deske and 
squeeze in a visitor. I was working on an Apple Computer 
which was on one of those elementary school desks that 
was bought at an auction." 

By the time Woodhead met Robert Sirotek in 1980, a total 
of 20 months already had been spent fine-tuning the game, 
using the criticisms of a team of college students who 
acted as testers. Woodhead wanted Sirotek to work an the 
marketing of the game, which he accepted aa "a 
challenge.". Sirotek recalls that "Andrew and Robert had 
a great product. But they needed someone who could 
objectively scrutinize it to get it ready for consumers. 
The game needed to be defined and refined." Although he 
believed that the game waa already marketable, Sirotek 
felt that "It needed a main ingredient which would 
sustain consumer interest long term... We wanted that laat 
10 percent — the extra bit — to give a lasting impression." 

The next ten months were spent by Sirotek, Greenberg and 
Woodhead playing and replaying the game time and again, 
"monkeying around with balance of play, the action, and 
so on." By the time the game hit the market on October 
1, 1931, the first scenario of Wizardry had been reviaed 
"2.5 times." Woodhead comments that, during the more 
than two years spent honing and debugging the game, they 
all "...shared the same attitude — 'We will sell no wine 
before its time. ' We wanted to came out with a quality 
product. There waa a lot of preaaure to auccumb to 
market demands and bring out the product. Then some more 
bugs were found. We had to debug it again." 

Wizardry's formal integrity, evergreen playability and 
continuing popularity attest to the wisdom of Greenberg, 
Woodhead and Sirotek 's patience in developing the game. 

NEXT ISSUE: The marketing strategy that has made the 
Wizardry series so papular. 



CSome of the information for this smrims comes from "Thm 
Enchantment of Hizardry" / (no byline) / SoftNare 
Merchandising, Vol. 2, Ho. 10 (Oct 1983), pages 56-53] 
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STRONG PARTY 




by 

Frank Conway 

ur prised again! Be< 
slain! Another 
expedition turned 
mission by the pi 
of the third leve 
afford the resurri 
avaricious Priests 
When the carnage i 
and gazed at my 
monitor. What was 
technique? 



tep! Slain, slain, 
bright, promising 
into a kamikaze 
ts and dragonfllea 
1. And I couldn't 
ction fees of the 

of Radiant Cant, 
as over I sat back 
reflection in the 
wrong with my game 



Plenty. I was batting my head against the catch-22 of 
Wizardry i to build powerful characters you need lots of 
spells and hit points! to get lots of spells and hit 
points you need powerful characters. Now, you would 
think that a guy with a Ph.D. could figure his way around 
a minor conundrum like that but I was stumped. My 
doctorate is in anatomy, not dungeon mastery, so I 
decided to seek help from a younger and wiser head. I 
went back to the software department of Princeton 
University store and cornered the kid who had sold me the 
game. 

Look, I said, all I've been doing for the past month is 
feeding monsters. I have to tiptoe around the first 
level looking for bubbly slimes to kill. I'm tired of 
having sand kicked in my face by scruffy men. I'd like 
to see what the fourth level looks like but my characters 
cant survive long enough to find the stairs down! And I 
don't want to use a cheat disk. What can I do? 
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That* a how I found out about auper-biahopa. What is a 
super-bishop? It a a young 19 or 20 yaar-old 50th level 
biahop with ovar 300 hit points, who can caat tha maximum 
numbar of both priaat and maga apalls in all 1 avals and 
who ia allgibla to ba changed into any other claaa 
compatible with hia alignment. There are only two ways 
to obtain the services of this exalted clergymani play 
Wizardry every day for the next 47 years (in which case 
neither you nor the bishop will be very young) or follow 
the method outlined in this article. 

What I am going to do la ahow you how to create a really 
atrong party of door — kickers who will last long enough to 
get some high-level experience points! a party that some 
day you will be proud to introduce to Werdna. 

By now you should know that nothing in Wizardry is free. 
You will need gold pieces — about 106,000 of them — to 
complete this venture. To raise this amount of cash you 
will need a formatted backup disk and a duplicate 
scenario. 

It's easy to format a disk for backup uae. Place your 
DOS 3.3 Syatem Master disk in the diak drive. Type PR#6 
and watch while the title display prints out on the 
screen. This procedure is called "booting" the diak. The 
title display is actually a little program in itself 
called the "HELLO file". When the red "in uae" light on 
the disk drive goes out, don't touch anything on the 
keyboard | Jaut remove the 9ystem liaater disk from the 
drive and immediately replace it with a blank diak. Now 
type INIT HELLO and sit back while the blank disk is 
initialized — it should take about 20 seconds or so. When 
the red light goes out, presto!, you have a formatted (or 
"initialized") backup disk. 

Now you have to make a duplicate scenario diak. If you 
have two disk drives just fallow the computer's 
instructions. If you're smart enough to have gotten rich 
enough to afford two disk drives you should have no 
trouble with this. Those of us with only one drive must, 
as usual, tread a stonier path. Again boot your 3.3 
System Maater disk. When the title display has run, type 
CATALOG. When the list prints out, you will see that one 
of the files on the menu is called COPY A. Type RUN 
COPYA. The program will make four statements and you 
must respond to each of them. 

To the atatementi Reapond by pressing I 



ORIGINAL SLOT DEFAULT - A RETURN 
DRIVE DEFAULT - 1 RETURN 
DUPLICATE SLOT DEFAULT - 6 RETURN 
DRIVE DEFAULT - 2 1 

Now just follow the program's directions. You are going 
to have to switch the original acenario and the duplicate 
back and forth a few times during the procedure! the 
computer will tell you when. For God ' s sake pay 
attention to what you're doing and don't Insert one diak 
when the computer asks for the other! You are utilizing 
very powerful program commands in this procedure and 
could conceivably harm your expenaive Wizardry original 
scenario. CEditori Putting one of those little silver 
wri te-protect taba over each of the square cutouta on the 
original disk will reduce the chance of accidentally 
destroying it! 3 There'e an initializing command in the 
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beginning of the procedure that takes precedence over 
virtually everything else on a diak. I don't know what 
would happen if you inadvertently formatted an original 
Wizardry acenario but don't be the firat to find out. 

Now for the gold piecea. On your original scenario diak 
create 20 characters at random. Use letters of the 
alphabet for names. At Gllgamesh's have 1? of them trade 
their gold to character A. Delete the 19 donors. A 
should now have over 2000 GP. Reboot and go to 
U) till ties. Select B)ackup. Then select T)o. Load 
character A onto your formatted backup disk. Go to 
B)ackup. Select F)rom. "Save" character A onto your 
duplicate scenario disk. Go to Ohange Name. Change A's 
name to B. Go to T)ransfer. Transfer character B back 
to the original scenario and trade his gold to A. A now 
has over 4000 GP. Delete B. Simple arithmetic tells us 
that if you do this five more times A will wind up with 
over 123,000 GP, more than enough for our purposes. 

Now go to the Training Grounds and create six bishops, 
four of them dwarves. To get a biahop you will need 
enough bonus points to give your character at least 12 
points each of strength, 10, and piety. Then take the 
bishops to Gllgamesh's and have A give each dwarf 20,000 
GP. The other two bishops get about 13,000 GP each. 
Then it's off to Boltac's for some equipment. 

At the trading post, have each dwarf bishop purchase a 
helm, shield +1, plate mail +1, copper gloves, and either 
a long sword or a staff +2. Have the other two bishops 
each purchase a small shield, leather +1 , and a staff +2. 
Don't E)quip anybody yet, Just let them carry the gear. 

Next we go to the edge of town and into the maze. Stay 
in camp and see if each bishop is given the option of 
identifying something. Sometimes an empty-handed bishop 
won't be given the Ddentify option, that's why we bought 
all that equipment before entering the maze. 
Occasionally a rookie bishop will have trouble getting 
the Ddentify option the first time in camp. If that 
happena, leave camp and take a short "expedition" one or 
two squarea into the corridor (no more than that! we 
don't need any encounters Just now). Stop and make camp 
again f everything should work now. 

There's a beneficent bug in the Wizardry system that 
we're going to take advantage of. Every 
character — bishops included — has Just enough slots to 
carry eight items and no more. A bishop, however, can be 
made to identify a ninth item — one that isn't there. To 
be sure it will require a strong wrist and a lot of 
patience before SUCCESS! but it's worth it. Because when 
the bishop finally does succeed he gets 100 million 
experience points! I'm not exaggerating. 100 million 
points for identifying an item that isn't even there! 

When all your bishops have made the grade, bring them 
back to the castle and go to the Adventurer's Inn to heal 
up. It will coat around 8,000 GP to bring a super — bishop 
up to near level 30. Where you stop is up to you. 
CEditori If you have a lot of time, you can take each 
character to the Stables at the Inn. It doesn't cost 
anything, and it doean * t age your characters.] Once a 
super — bishop has 18 points in all attributes, can cast 
the maximum number (nine) of both prieat and mage spells 
in all seven levels, and has around 300 hit points 
there 'a not much point in running him up any further. If 
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you're careful to select tha moat axpansiva rooms 
appropriata to tha numbar of pointa to ba haaled thera 
should ba no troubla with aging. I hava yat to have a 
super-bishop aga ona yaar in tha haaling proceaa. 

Examplei I craated an evil dwarf bishop, age 19. It 
coat me 7990 BP to heal him up to level 47 (308 hit 
points) and when it was over he was still 19 years old. 
When I changed him to a first level ninja he turned 25. 
Not a bad age for a ninja with all priest and mage spells 
and over 300 hit pointa! 

So you see, each super— bishop can be changed into any 
other class compatible with his alignment. You have 
inatant young lords, samurai, or ninjas who know all the 
spells and who have enough hit points to take on all the 
gaa dragons on tha fourth level. And you haven't 
cheated ! 



You now have the basis of a potentially strong party that 
ahould last through all three scenarios. Hintss you 
won't naed a priest or a mage because a super — bishop does 
the job of both. You won't need a thief, either j a 
super-bishop opens chests with no trouble and identifies 
everything on the first try (so he won't get stuck with a 
cursed item). About the only thing a super — bishop can't 
seem to do well ia fight. He still haa the armor 
restrictions of a regular bishop and, when it comes down 
to chapping and slaahing, claas does count. That's why 
we made 4 of the bishops dwarvesf they will be changed to 
one or more of the fighting classes (no class gains 
strength points as quickly as a dwarf) and the other two 
will remain super — bishops. 

3o give it a try. It'll be a good afternoon's work but 
well worth it. After all, you might as well spend your 
time developing a party of lords and samurai as one made 
up of entry-level characters. Good luck! 

CFrank Conway ttic/)V5 Anmtomy at a wdicml school in 
Ph l 1 ad* J ph l a . H* livms in Hamilton Square, Wt« Jersey. 7 
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very program has bugs, and Wizardry is no 
exception. With 14,000 lines of code in The 
Proving Grounds of the Mad Overlord alone, 
and an astronomical number of possible 
combinations of items, alignment, class, 
etc. , the amazing thing is that there are so 
few bugs! Some do nothing, some may help 
you, and some are to be avoided like the 
plague! Every issue of the Wizinews will 
contain a new list of bugs discovered by our 
readers and through our own research, so 
send them in! As usual, you'll get to see your name in 
print next to your contribution. Before trying your 
wings with ANY bug, make sure that you have made a backup 
of your characters, in case the results are not what you 
expected! Following is a list of the most (in) famous 
insectsi 

PROVING GROUNDS OF THE MAD OVERLORD 

THE SUPER BISHOP Take your Bishop to the first scenario, 
make camp and have him identify #9 (that's right, just 
press '9' when asked which item you want to identify). 
It may take a few times, but when he succeeds, he will 
get 100,000,000 experience points. Then go to the 
Stables at the Adventurer's Inn and run him up to about a 
level 240 with 1600 hit points and all the mage and 
priest spells! You can repeat the process, but. the 
Bishop will have to have had one or more levels drained 
first. Super Bishop can be used to make other classes of 
characters — Just change classes after finishing at the 
Inn. The character will be a Level 1 of whatever class 
you have chosen, but will keep the spells and high hit 
points! (First sent in by Bill Kuethe, Glen Burnie, MD) 

OTHER "INSPECT" BUGS 

(Warningi The Spurious General has determined that some 
inspect bugs may be hazardous to your character's health. 
Don't even think about trying them until you have made a 
character backup. Use of the following bugs an early 
versions of Wizardry may result in completely lost 
characters, so do be careful ! All the bugs in this 
section were submitted by Turak the Cleric.) 

Take your bishop to the first scenario, make camp, press 
the I)nspect option, and when asked which item to 
Inspect, presst 

1) "." (A period) This usually does one of the 
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following, but has been known to be unpredictable: 
— Reduce «ge to ziro (0) 
— Reduce Hit Points to ont (1) 
— Make character afraid, requiring a Madi 
apell 

— Raise all attributes (strength, piety, 

etc.) to 31 
— Make all attributes (strength, piety, 

etc.) lower 
— Give high numbers of all spells, such 

as 93/95/95/17/10/19/7 
— Raise character's level 

2) ) (Right parenthesis) Erases character's 
name, but who would want to do this? 

3) "t* (colon) Lowers hit points to one (1), but 



when your character makes the next level, hit points will 
be restored fully and often are doubled. 

4) "CTRL-Z" Lowers AC to one (1) on some versions 
of the game. 

KNIGHT OF DIAMONDS 
This scenario is relatively free of bugs. 

LEVEL DRAINING When an elite character (Lord, Samurai, 
Ninja) has a level drained, they will gain a large number 
of hit points (sometimes hundreds) when they finally 
reach their original level again. This phenomenon does 
not work on all versions of KOD. 

LEGACY OF LLYLGAMYN 

Most of the bugs in Legacy are not destructive, just 
annoying. However, there is one equipment bug that will 
work to your advantage should you encounter it. 

THE AGED MONK on Level Three often will not accept 
ANYTHING in payment for his goodies. See Ashnaperpl 
Answers for more info. 

L'KBRETH is a crusty old codger, quarrelsome and mean. 
On most versions of the game he won't let your party past 
him at all, no matter who you are or what you're 
carrying. You have to wander around the five "anterooms" 
in the stairs area hoping for an encounter and a 
teleporting chest that will send you safely past him. 
Even if you get past him the first time, that'll be the 
last time! In addition, many people find that after 
going to the sixth level two or three times, he takes a 
disliking to you and bars the use of the stairs to your 
party. If L'Kbreth is too cantankerous, the best thing 
to do is to make another scenario disk with a L'K. that 
doesn't know you and try again. 

THE MYSTERY ITEM is usually found on the fifth level 
after battles with the Priests of Fung. When you pick it 
up it appears on the character's item list as a '?' with 
nothing after it. When identified it will have the '#' 
(unusable) before the blank space and Boltac will pay you 
millions for it. But don't sell it — it heals the 
character holding it Just like the Ring of Healing. You 
can make camp several times, giving it to a different 
character each time. After you leave camp, the character 
will be completely healed after just a few steps. Some 
people report that no matter how many times the bearer is 
struck in combat, he will never die from lost hit points! 
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A ROSTER CHARACTER is sometimes found just like an 
object, with an unidentified name such as 'M'. (This is 
a strange one!) When identified, it is usually the first 
character on the Roster, and may or may not be in the 
party at the time. The only use that has been found is 
to sell the character to Boltac, who will give you so 
much gold that it can't all be recorded in the alloted 
space! Trouble with this bug is that finding this 
character changes his name to that of the character 
holding him. Until you change the name, you will get the 
FOUND character every time you attempt to call up the 
character FINDING him. Since the program searches for a 
name from the first of the list and stops when it finds 
it, you may change the name of the first Roster character 
without affecting that of the other, which is lower on 
the list. CAUTIONi The character found is not always the 
first on the Roster list, so it pays to keep track of the 
name order of the Roster and to doublecheck before 
changing any names. 



Clf you heve a fmvorite bug thet is not found /tare, or if 
a listed bug behaves differently in your game, let us 
knon. He wiii publish it, along with your name. So if 
you mant to be famous (sorry, no riches), send those 
insidious insects our way/J 



7k looH into the- 

fucurc 




INTERVIEWS with the writers of your 
favorite games 

SURPRISING REVELATIONS about Wiz 
monsters, items 

IN-DEPTH REVIEWS of the newest 
games, including Standing Stones and 
the IBM versions of Wizardry and 
Ultima — AND MORE! 

NEW COLUMNS AND WRITERS, each 
specializing in a particular area of 
the fantasy/adventure genre 
ARTICLES on the what makes a good 
game, comparisons of the most 
popular games, duds you shouldn't 
buy on a bet, how to get started in 
Ultima, discussions of copy 

protection with a publisher and a 
pirate, and the list goes on! 
MORE ANBWERB to your questions, the 
hottest tips, the newest hints, more 
how-to articles and the latest 
news... ALL IN THE 
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ai I HtroB« ! Every brave 

•dvtnturer tncDunteri problems, 
and I, Aahnaperpl the Conqueror, 
have made it my Quest to extend a 
mighty hand to you in your 
misery, peril and con-fusion! Ask 
and it shall be answered, cry out 
and you shall be heard. I will 
respond to every plea, although 
only those of consequence to the 
majority of the Heroes will be 
' written in this scroll. Since my 
Quest has Just begun, I will give 
heed to those questions most 
frequently heard in the past. But before we 
(commence, I must tell you that Honour bids me to 
>giv» you Hints before Answers, and Answers only in 
form. Deciphering the code is Page's Playi 
the alphabet from A to Z, left to right, 
write it again from right to left, placing 
'A' under the other alphabet's *Z* and 
proceeding until you finish with a 'Z' under the 
other's 'A'. If you see a 'J' in the code, for 
example, look it up in the lower alphabet, then 
find its equivalent 'Q' in the upper one, and so 
on. 



DEAR ASH i WHAT IS THE ANSWER TO THE RIDDLE OF THE SPHINX 
ON THE SIXTH LEVEL OF THE KNIGHT OF DIAMONDS? 

This is by far the most frequently asked question. It 
has stumped everybody from ninth graders to Ph.D's, so 
don't feel bad if you don't get it right away — or at all! 
The clues are obscure at best, and neither I nor any of 
my fellow Heroes have ever figured out what relation the 
clues bear to the answer! If you're like most people who 
have written or called in desperation, you really don't 
want the answer, but have reached the point where 
insanity threatens. Rather than provide the answer, we 
generally give the following hints that have helped most 
questioners solve it on their owm 1) the answer bears 
little relation to the three clues found on the sixth 
level, 2) most people have already tried the correct 
answer, but not in the exact form required by the 
program, 3) the answer is four words long, and 4) the 
parts of speech of the answer arei article, noun, 
preposition, noun. If this still doesn't help, then here 
it is in coded formi Q8V PMRTSQ LU WRZNLMWH. 

DEAR ASHNAPERPLl NOW THAT I'VE DISPATCHED WERDNA, I CAN'T 
GET OUT OF HIS LAIR. HELP! 

The seventh and final "Hall" that leads to Werdna's Lair 
is under a spell of enchantment. There is no escape 
without the Mai or Spell. Fortunately, Werdna's Amulet 
provides the Mai or Spell if your party doesn't have one 
left. Make camp and cast the Malar Spell or U)se the 
Amulet, entering the following coordinates to take you 
directly to the stairs to the Castlei 17 East, 3 South, 9 
Up. If you have neither the Spell nor the Amulet, you'll 
either have to disband or turn off the computer and start 
over . 
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DEAR A. T.C.i MY PARTY HAS SLAIN WERDNA, BUT THEY DIDN'T 
SET HIS AMULET. WHAT CAN I DO? 



This happened to mm the first time I mmt and conquer ad 
the Slippery Fiend. Ever present Gremlins sometimes makes 
a scenario disk not contain the Amulet, but if you will 
make a ntw scenario disk and use tha F)rom Backup to 
place your char act mm onto it, you will probably meat 
with success whan you try again! If you need help with 
making another scenario disk, see Frank Conway's 
"Beginner's Corner" in this issue. 

DEAR CONQUEROR l I CAN'T FIND THE STAIRS TO THE TENTH 
LEVEL IN PROVING GROUNDS. 

Neither can I, mainly because there aren't any. However, 
there IS a chute to the tenth level at S East, 2 North on 
level nine. If you have Mai or Spells to burn, you can go 
directly to the chute to the tenth level from the 
entrance to the first level with the coordinates! S East, 
2 North, 8 Down. 

DEAR ASHNAPERPLt I CAN'T FIND THE STAIRS TO THE SECOND 
LEVEL OF KNIGHT OF DIAMONDS. 

The stairs to the second level are located at 16 East, 2 
North on the first level, and can be reached only with 
the Mai or Spell. I believe that they are hidden in order 
to make sure that the party entering the second level is 
strong enough to withstand its perils. 

DEAR ASH I WHAT DO THE AGED MONK AND THE APPARITION WANT 
TO TRADE FOR ON THE THIRD LEVEL OF LEGACY? ALL I'M TOLD 
IS "NOT WITHOUT PAYMENT." 

The aged monk is quite quirky, and doesn't seem to want 
much of anything you might offer. I have never gotten 
him to accept anything, and I've heard of few instances 
where he would trade at all, and that was for a 
broadsword or some relatively unimportant item. (Is this 
a , #a«c%BUG# % ">♦%#? ) If you can get him to trade, he ll 
give you a Gold Medallion, which is what the Apparition 
wants to trade for Holy Water. Holy Water is an 
interesting concoction, healing about like the Dialma 
spell (and rumor has it that it permits the use of 
certain stairs to the sixth level), but it is not 
necessary to finish the game, so if you want to skip the 
monk and apparition, it's O.K. 

DEAR ASHNAPERPLt WHAT DO I NEED TO FINISH LEGACY? 

Now, it wouldn't be fair to you if we gave out answers 
like candy. Since the balance of Legacy is weighted more 
toward thought than action (unlike the earlier 
scenario*), a large part of the game's challenge is 
figuring out things like this! It soon becomes apparent 
that character and item alignment are central to the 
game. Study all the messages that concern alignment in 
any way, trying to look beyond what the words say to what 
they mean. As you progress in the mazes, you will come 
upon more messages, both outright and those that have to 
be inferred from what the game will and will not let you 
do. By the time you are ready to enter the sixth level, 
you ought to have a pretty good idea of what all these 
messages and inferences are trying to tell you about what 
is required to finish the game. Mora than that we will 
not tell here, but you may write or call our patron, 
Nichols Services, and they will coma to your aid. 
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by Mike Nichols 




course. ) 



f the WIZINEWS is your first contact with 
Nichols Services, you may want to skip this 
part. Even if you're up to your ears in 
Nichols Services stuff, I wouldn't blame you 
if you preferred reading the phone book to 
glomming through this clot of words. Then 
why foist this stumbling attempt at 
autobiography upon you at all? (The script 
directs me to raise my chin, strike an 
heroic pose and stare at the horizon.) 
"Because I am vowed to be a slave to your 
wishes!" (Intoned in my best baritone 
bleat, with a thick Southern accent, of 



Yes, faithful readers, I have been the subject of a great 
deal of curiosity (no comment) and I mean to put the 
matter to rest once and for all ("Try six feet under," 
you say. I say, "Go read the phone book!"). This is 
going to be a short recounting of my stumbling descent 
into the , *(#*8c7.' v DUNGEONS OF MIZARDRY>**%' 1 '*%# 1 . You have 
been warned. Last chance to turn back! 



Too late! I told my wife the usual things when I got the 
itch to buy an Apple 3C+ computer i household budget, 
record keeping, word processing — serious things. I 
really meant it, since the patrons of every video game 
emporium in this end of town would gather into a mob, 
laugh, jeer and point when I darkened the door of said 
establishments. I bought Snack Attack anyway, but the 
little fish Just quivered in one spot, knowing he was 
doomed, and the ghosts cheered every time they spotted my 
fuzzy face on the other side of the scraen. 
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So it was for quits a while that I pr act i cad a glum 
expression in the mirror in preparation for my bouts with 
the Apple. .. unti 1 I wandered into the computer store one 
day, seeking the latest in machinistic masochism. While 
fingering the merchandise in the Business Section, I 
overheard a woman recounting to the owner her exploits 
with a game called Wizardry. "It took me five months to 
reach the sixth level," she said, and, "I know a couple 
people who have finished it, but they are whizzes." 
Intrigued, and imbued with the confidence of the neophyte 
that I could whiz with the best of them, I sidled over to 
the Games Section, trying to be as invisible as possible 
(a real feat for someone who is six feet and 230 pounds). 



Black box, green dragon, shiny red lettering. !!POP!! A 
tiny creature in a three-piece suit hovered over my right 
shoulder, peeping "Put it back! Games are not serious! 
You are a grown man!" !!ZIP!! Over the other shoulder 
materialized a smiling wizard wearing jeans and a tee 
shirt. "Just read the back, it can't hurt," he tempted. 
"Aargh!" I felt dizzy, knees turned to jelly... will 
quickly transformed into cold Pablum. My arm extended to 
replace the box, but my hand turned it over just in time 
for me to read, "Wizardry is not a game. It's a place," 
and right below that, "Are you ready to step into the 
world of Wizardry?" "Aargh ! M again, this time from old 
Three-Piece on the right as he distorted and faded. My 
body moved toward the cash register while my brain 
screamed "Stop! Stop!" But it was too late — I was yet 
another victim of the Denim Wizard's enchantment. No 
longer pure. No longer serious. I would never be the 
same. 

Up to this time I had been content to conduct an 
orchestra full-time and do studio, free-lance and 
consulting work in between. After all, my high school 
orchestra was wel 1 -respected , including among its 
accomplishments a third place trophy from a prestigious 
international competition held in Austria. I was 
Principal Viol 1st with the local Symphony, and was in 
demand as a performer and teacher. I had "Certified 
Serious Person" written all over me. 

The first symptoms of Wizmanla appeared just hours after 
a most bewildered Serious Person lurched from the 
computer store, Wizardry clutched to breast. Friends 
would later note that during breaks of the dress 
rehearsal of Madame Butterfly the S.P. did not flee the 
orchestra pit as was his wont, but sat transfixed before 
a small white paperback with a dragon an the front, 
foam-flecked lips moving to every word. At the close of 
the rehearsal, however, he abandoned the pit like a rat 
from a sinking ship, propelling his rotund bulk over the 
rail, through the darkened theatre and out the 
nigh-spl lntered doors in a manner that has since become a 
local metaphor for headlong speed. 

Winged Rodents from the Lower Realms could not have made 
it from the theatre to my computer any faster. Trembling 
with supernatural excitement, I created my first party, 
equipped them, and took them proudly into the maze, 
confident that Victory Was Mine. They were annihilated 
within sight of the stairs to the Castle. All the 
momentum built up since falling under the spell of 
Wizardry came to a sudden sickening halt in the face of 
my first defeat. Again I tried, and again, and again, 
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until finally the toothpicks supporting my eyelids 
snapped under the strain and I surrendered to the arms of 
Morpheus (translationi I couldn't stay awake any longer 
and had to go to bed) ! 

Night after night the same massacres took place. I soon 
became calloused, counting Dwarf, Hobbit and Elf lives as 
naught. I WAS the Mad Overlord, sending waves of hapless 
victims to be the helpless playthings of foul monsters, a 
fate predetermined from their creation. Through the 
process of natural selection — survival of the fittest — I 
eventually had parties that would last more than a couple 
of encounters, only to become hopelessly lost in the maze 
and eventually rubbed out. It seemed that my characters 
wore as many cemetery stones over their heads as they did 
helmets ! 

After a month of struggles, my favorite party had reached 
the third level. Fearlessly they headed east from the 
stairs until they reached the first pit, then headed 
south, only to fall into yet another! East again, this 
time to a sign saying "Turn Right," which they did, only 
to find a "Turn Around" sign at the next intersection. 
After a pow-wow, they decided this was bad advice and 
proceeded to the next Intersection's pit. Things were 
looking bad... some of the party were near death 
already. . .time to get back to the Castle, but how? The 
only sure way was to retrace steps, and the pits would 
finish off everybody! They agreed to go back in the same 
directions, but along different corridors. To the west: 
the screen blinked and a different scene appeared. The 
party didn't know whether they had been teleported or 
rotated, but they agreed that they were lost, and the 
only solution was to trust fate and wander. Almost sick 
with panic, the party stumbled through pit after pit 
until they all expired. 

Angered by the humiliation of having my favorites slain 
without a single encounter, I spent hours strengthening a 
new party and revising my mapping procedures. Rather 
than risking the corridors again, this party started 
exploring the rooms to the south. My map soon grew past 
the first page onto another that was taped to it (where 
they were monster chewed) , and with subsequent expeditions 
(each ending the same way) , it expanded into a seeming 
vastness whose known portions covered six pages! I was 
tired of spending two nights building up a party only to 
have them lost within thirty minutes on the third level. 
I despaired of ever finding its boundaries. The last 
straw was broken when I took my best party so far to the 
west of the stairs and immediately became lost in a 
constantly shifting maze of disappearing doors, finally 
succumbing to a bevy of bunnies! 

I was ready to see if my Wizardry program disk might have 
an alternate use as a frisbee, but it was saved from 
sailing by my congenital cheapness. Besides, it had all 
become a matter of honor for me to triumph over a mere 
game ! 

Instead of playing the game, I spent about a week 
thinking about it, rereading the manual and evaluating 
what I had been doing right and wrong. I quickly came to 
the conclusion that the game was controlling me, 
encouraging me to action before thought, and keeping me 
befuddled with a fog of data. Being, as oiy wife puts it 
"a compulsive organizer," I began my efforts to gain 
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control by k»»ping accurat* records of my charactari ' 
status and that statistics of the various momttrs and 
pari Is they encountered. I rsconsidarsd ths best usss of 
ths spalls aval labia to me , the Dumapic spsl 1 in 
particular. 

Almost coincidental ly, I happened to read an article that 
mentioned that all Wizardry mazes occupied a 20 by 20 
grid. Spreading my immense level three map out, it was 
immediately apparent where I was going wrong: I had had 
no idea that my party was being teleported from one side 
of the maze to the other! If someone had been watching 
at that moment, I am certain that they would have seen a 
light bulb glow above my bony pate, just like in the 
cartoons ! 

From that point on, the logic of the game's writers began 
to emerge. I decided that it would be wise to remap the 
first and second levels, making notes of what I 
encountered along the way. Looking over my notes led to 
more discoveries about the game and to further 
refinements in my record-keeping. By the time I had 
reached the fifth level the basic Wizisystem had come 
into being. I still had many lessons in humility to 
learn (something my mother always told me built 
character, though my mother-in-law told me that I was 
already character enough), and I still lost my share of 
good parties. But more and more, the game was going 
faster and easier, despite the piles of charts and notes 
that increasingly threatened to bury me in an avalanche 
of cellulose. 

From the time I rethought my approach to the game it took 
me four weeks to finish the first scenario. The Knight 
of Diamonds was tougher, but the Wizi system allowed me to 
finish it in three weeks, Including the five days it took 
me to figure out the Sphinx'* blasted riddle! By this 
time I had condensed the Wizi system's piles of paper into 
slightly smaller piles and began lending it to friends. 
Encouraged by their success and my wife's gentle urging 
("By Gum's Cricket, if you're going to make a Computer 
Widow of me, at least earn some money with that 
plague-stricken lump of silicon before you disappear 
entirely! M ) , I decided to put it all into a more usable 
form. In order to verify and add to the data, I had to 
complete both scenarios several times again. With the 
help of PFS and Applewrlter, the first Wizi system manual 
began to emerge. After a period of hesitation, I placed 
an ad in Softalk, hoping to help some people and make 
expenses in the process. 

To say that I was unprepared for the response would be a 
gross understatement. Orders began to pour in from all 
over the world in such quantity that our biggest problem 
became keeping enough inventory to fill orders! After 
several bouts with unreliable suppliers, we obtained 
printing equipment of our own. The Wizi system side of 
Nichols Services (which had been in existence for about 
eleven years as the umbrella name for my consulting, 
free-lance and other non-school activities) had grown so 
much by the fall that it was a full-time Job Just filling 
ordsrs and developing new products. A major decision 
became unavoidablei I either had to stop advertising or 
take the plunge and change careers. The decision was 
eased by the fact that my career had reached a plateau. 
I had exceeded all my goals and new ones were not 
attainable without some very unlikely changes in the 
priorities of the local School District and of almost 
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every school system I knew of nationwide. Since I easily 
could continue the more enjoyable aspects of my musical 
life without in any way hindering the growth of Nichols 
Services, I dove right into a career change. Needless to 
say, friends, colleagues and family were shocked, and 
continue to be more than a little envious that I've been 
so successful at having my cake and eating it too! 

The details of our dally business are less interesting 
even than the present exercise in egotism and consist in 
the usual frenetic juggling act of trying to do 
everything for everybody at the same time. One of the 
more pleasant aspects of our service to customers is the 
OBLIGATION to play games, either with the intent of 
updating our current products or for the purpose of 
developing new ones. We are in the final phases of a 
complete revision of the Wizisystem manual and maps for 
the Apple version of the games and are anxiously awaiting 
the release of the IBM version in early April, 1984. 



Also in the works is a Wizisystem-1 ike treatment of the 
Ultima games, slated to be ready in early Summer, 1984. 
We are also evaluating several other games for similar 
manhandling (any suggestions?). 

Our most sxciting project right now is the development of 
our own fantasy role-playing game. A great deal of 
effort has gone into making the game challenging to 
experienced players yet attractive to a potentially wider 
audience who has avoided the genre due to its notorious 
complexities and requirements for arcane knowledge! We 
originally had planned to write the game for the Apple 
3C, but we are making application for Apple's Certified 
Developer Program with the intention of investigating the 
Macintosh as the target machine. 

It was stated above that one of the more pleasant aspects 
of our business is getting to play games for a living, 
but the BEST part is our contact by phone and mail with 
hundreds of great people worldwide! I count my customers 
as among some of the finest people I have ever had the 
privilege to meet, and I actually look forward to talking 
with them over the phone or by mail. It is our pledge to 
all our friends, both present and future, that we will 
continue offering the kind of superior products and 
support that you have come to expect from Nichols 
Services ! 
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arrive, then you 
(plus tan), a few it 
and an hour'* time— lea 
am ! 



ow many o-f you Apple K and 3C + 
owner* have plugged that new 
eighty-column card in, only to 
discover that booting Wizardry got 
you a blank screen with one puny dead 
cursor? Unless you want the thrill 
o-f playing the game with no display, 
you will have to physically remove 
your card, or buy a *20 switch in 
order to see anything! If you're as 
cheap as I am and/or don't want to 
wait two weeks for your order to 
can make a dandy switchbox for $3.06 
mi you probably have laying about 
if you're not as ham-handed as I 



Before we start constructing this technological wonder, 
let's pause a minute to find out why we have to do it at 
all. The Pascal language was devised with an 
eighty-column display in mind and automatically looks for 
an eighty-column card in slot three. Not all Apple 
owners have an eighty-column card, so Apple Pascal 1.0 
and 1.1 allows the programmer the option of writing the 
program for a forty column display, and it is in this 
mode that Wizardry, older versions of PFS and several 
other popular programs were written. Unfortunately, if 
you have an eighty-column card installed, the Pascal 
operating system ignores the fact that a program might 
have been written for forty columns and puts the display 
into the eighty-column made. The results a blank screen. 
Many eighty-column cards include something called a 
"sof t -switch" , which is supposed to detect whether 
software needs forty or eighty columns. Well, folks, I 
have heard complaints from all over the world that most 
soft-switches (including the one on the new Videx 
Ultraterm card) don't work with Wizardry and other 
forty— column Pascal programs, and that a switchbox is the 
only convenient solution. (Yes, I am aware that there 
are other remedies, such as putting the card into a slot 
other than #3, or using your 3C+ for a boat anchor and 
buying a Ke, which is able to deal with the 40-80 
problem without help. But each of these and similar 
solutions creates new problems, none of which can be 
solved with $3.08 and one hour of your time!) 



Figure 1 shows how most eighty-column cards are hooked up 
to the Apple 3C and 3C + . The Apple's video output is 
diverted to the card, and the video output of the card is 
then sent to the monitor. Under this setup, the card is 
potentially in control of all signals going to the 
monitor. The Wizi switch simply allows you to choose 
between sending the Apple's video to the card or directly 
to the monitor, thereby bypassing the card. 




FIGURE li TYPICAL 80— COLUMN CARD HOOKUP (APPLE U AND 
APPLE JC+) 
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Everything on the parts list is available at your local 
Radio Shack store (parts numbers and 1984 catalog prices 
provided), but the parts are so common you could find 
them at almost any firm stocking electronic parts. I 
chose the cheapest parts for this article, but if you 
want to get fancy, go right ahead. You might want to 
consider using a slightly larger box , especially if you 
are new to construction projects. Should you feel wildly 
extravagant, or if you have a problem with Radio 
Frequency Interference, you might want to use shielded 
phono Jacks (part # 274-346, package of 4 for *1.79> 
instead of the strip of four unshielded Jacks. If you 
don't have a couple spare stereo cables with a male RCA 
plugs at each end, you will need to get two of these, as 
well. You'll need a way to strip the wire ends (wire 
stripper, cutting pliers, teeth), a way to solder 
connections (low-wattage soldering iron 

recommended — flamethrowers and blowtorches are hard to 
control), and a drill and file to make the necessary 
holes in the box (no comment). 



The recommended chassis box ii made of soft aluminum and 
is quite easy to drill and cut. First decide where you 
will put the Jacks and switches, then draw an outline of 
the opening on the box. Unless you have a chassis 
nibbler (a tool made specially for this purpose) the best 
way to cut neat holes is to first drill holes all around 
the inside periphery of the area to be cut out. With a 
small saw or cutting pliers, cut the area between the 
holes to get the basic, if ragged, opening. Then use a 
file to smooth down the edges. Be sure to cut all holes 
and label the box before permanently mounting any 
hardware. 



Figure 2 shows the anatomy of a typical RCA jack. You 
will note that each Jack has two connect ionsi one for the 
central pin (the signal) and another for the body of the 
Jack (the ground). When you mount the Jacks, whether 
they are in the strip of four or the individual shielded 
Jacks, the only thing you can do wrong at this stage is 
to allow any of the central pins or their connector tabs 
to touch anything else (unlikely). It i s OK for the 
outside casing and the "ground" portion of the Jack to 
touch the case. Label each Jack as shown in Figure 3 
with a felt-tip pen or press-on lettering so that you 
will NEVER confuse them. Making the wrong connection 
could harm your eighty— column card, your computer, or 
both! 
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FIGURE 2 I RCA JACK VIEWED FROM BACK (SHIELDED VERSION 
SHOWN, STRIP TYPE BASICALLY THE 3AME) 
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FIGURE 3 i WIZ I SWITCH REAR PANEL LABELING GUIDE 



It is recommended that you postpone mounting the switch 
until after you have wired the connections, particularly 
if you are using a small box. Labelling the front of the 
box is optional, but if you want to, label one side of 
the switch travel "80 Column" and the other side "40 
Column," AND add an extra inch of hookup wire between the 
Jacks and switch so that you can rotate it if you find 
that you have labelled the box backwards. (Don't 
laugh — it happens to experts at construction!) 

Figure 4 is numbered by the recommended steps you should 
take while soldering the wires to the various 
connections. Double-check all connections before 

soldering, since mistakes at this point would prevent 
your switchbox from working properly and might even 
damage your eighty-column card and/or your computer. 
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Make iurt that all connections ara tight before 
aol daring, that aoldar Jointa look bright when cool 
(dull, grainy looking connactiona usually ara not good), 
that thara ara no aoldar "bridge*" between connactiona 
and that no bara connecting wires touching aach other. 

STEP 1 — Connect all the phono Jacks' "ground" 



tabs together. You may do this with one wire that haa 
been stripped of all its inaulation, if you are certain 
that there la NO WAY that any other bare wire could 
contact it. Otherwise connect the taba with short wirea 
between each. 

STEP 2 — Measure the distance between the 
connections on the phono Jacka and the switch, and add 
about an inch (two inchea if you have labelled the front 
of the box). Cut four wires to this length and strip 
each end (if you have four different colors of wires, cut 
one of each color, otherwise be extra careful with your 
connactiona) . Solder the end of one wire to the "signal" 
tab on one of the phono Jacks, making sure that neither 
the bare wire nor any solder contacts the "ground" wire 
soldered in Step 1 or any part of the outside casing of 
the Jack. After the solder is cool, you may bend the 
wire out of the way and solder a wire to each of the 
remaining Jacks in the same manner. 

Connecting the wirea to the switch is the trickiest part 
of the whole project. The wires MUST BE connected to the 
switch EXACTLY aa shown. Double-check all connections 
for correctness and for the possibility that solder might 
be "bridging" two connections, or that bare wirea contact 
anything but their connecting post. 

STEP 3 — Strip about 1 inch of insulation off a 
wire, then cut the bared wire off. Use it to connect the 
two posts on one end of the switch. 

STEP 4 — Find the wire attached to the Jack marked 
"MONITOR VIDEO INPUT". Connect and Bolder the free end 
to one of the middle posts on the switch. 

STEP 9 — Find the wire attached to the Jack marked 
"APPLE VIDEO OUTPUT". Connect and aoldar its free end to 
the other middle post of the switch. 

STEP 6 — Find the wire attached to the Jack marked 

"VIDEO FROM CARD". Connect and solder its free end to 

the end post ON THE SAME SIDE OF THE SNITCH AS THE WIRE 
FROM THE "MONITOR VIDEO INPUT" IS ATTACHED. 

STEP 7 — Attach the remaining free wire (it should 
be coming from the Jack marked "VIDEO TO CARD") to the 
last poat (it must attached to the same side of the 
switch as the "APPLE VIDEO OUTPUT" wire). 

If you haven't done so already, mount the switch. Before 
you close the box, double check that all wirea go where 
they should, that all solder Joints are good and that no 
bare wire touches another. If you want to label the 
switch, note that on moat switches the direction OPPOSITE 
the side where the eighty-column card's wires are 
connected will allow the card to process the computer's 
video output, and the direction OPPOSITE the end that you 
connected together with the bare wire will leave the card 
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out of the video circuit. After closing up the box, you 
•re ready to plug everything in! 

CONNECTING THE SWITCHBOX TO YOUR APPLE 

Determine where you want to place the awitchbox. Since 



there will be a lot of wires coming out of the back, you 
may want to hide it, but wherever you place it, make sure 
that you can reach the switch without pulling a muscle! 
Figure 3 illustrates the proper connections. Note that 
with moat eighty-column carda, the lead "VIDEO FROM CARD" 
haa a female RCA-type Jack, so you will need to supply a 
short cable to connect it with the box, and another cable 
for connecting the Apple' a video output to the 
Wizlswitch. Fortunately, this is exactly the same aa a 
regular stereo component cable with a male RCA plug at 
both ends. If you anticipate moving your Apple from time 
to time (and especially if someone else will be moving 
it), it would be wise to label the cables, or, even 
better, color — code the cables and Jacks with colored 
plaatic tape. 




FIGURE 5 i HOW TO CONNECT THE WIZISWITCH 



OPERATION 

Operation is simplicity itself. Most of the time you can 
leave the switch on eighty-column, changing the setting 
only for Wizardry, PF3, etc. You do not have to turn off 
your computer to change aettings, since it will not harm 
your computer or eighty-column card to switch back and 
forth (that is, if your Apple is healthy and you're using 
an eighty-column card with which this writer is familiar. 
If you have ANYdoubts at all, check it out before 
switching back and forth while the computer is on, or 
play it entirely safe and turn your computer off before 
swi tching. ) 
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I have had a similar switchboM (my peasant box is a bit 
largar and has other switches for RGB output, etc., but 
it works exactly the same) since the day after I got my 
first eighty-column card, and I bless its aluminum body 
every time I boot up Wizardry! If you've been frustrated 
with having to physically remove your eighty-column card 
every time you want to play the game, then I'm sure that 
you will feel the seme after the first time you use the 
Wiziawi tch. 



DISCLAIMER 



This construction project is bmsmd on similar projmcts 
thmt harm functioned relimbly and without harm to thm 
computmr or to thm mighty-column cmrds to Nhich thmy havm 
bmmn connmctmd. Urn strongly rmcommmnd thmt you study thm 
articlm carefully bmform you bmgin, and if you havm any 
doubts as to your ability to construct thm projmct, smmk 
thm hmlp of sommonm nith morm mxpmr imncm, or sigh dmmply, 
throN up your hands, and purchasm a commmrcial snitching 
unit . 

Sincm we havm no control ovmr thm hmalth of your Applm 
computmr, thm brand of mighty-column card you hmvm, thm 
quality of parts usmd in this projmct, or thm lmvml of 
construction qumlity, we cannot guarantmm that thm 
HizisNitch Mill opmratm as dmscribmd in thm abovm 
articlm. Construction of thm Hizis»itch dmvicm 

constitutms thm rmlmasm of Michael L. Nichols and Nichols 
Services from any rmsponsibility for any damage, injurims 
or lossms arising from thm construction and subsmqumnt 
usm of thm dmvicm dmscribmd in thm abovm articlm. 



PARTS LIST 

QUANTITY ITEM COST 



1 Quad RCA phono Jack atrip 

(RS # 274-322) .99 

1 DPDT Submini slide switch 

(RS # 275-407) -40 

1 Chassis Box (RS # 270-233) 1-69 

YOU MILL ALSO NEED 

2 Short stereo cable with a male RCA plug at both 
ends 

Hookup wire (preferably different colors) 



£8 



SERV I CES 
SERV I CE9 
BERVICES 



6901 BUCKEYE WAY 



COLUMBUS, GEORGIA 31904 
FANTASY AND ADVENTURE GAMES 



<404) 323-9227 



SAME 


FORMATS 


LIST PRICE 


OUR PRICE 


Wizardry I 


App 1 e , 


IBM 


49.93 


37.30 


Wizardry II 


Ado 1 e 




34.93 


26. 23 


Wizardry III 


Apple 




39.93 


30. 00 


Ultima II 


Apple, 


IBM 


39.93 


43.00 


Ultima III 


Apple, 


IBM 


39.93 


43.00 


Standing Btones 


Apple 




40.00 


30.00 


Zork I 


Apple, 


IBM 


39.93 


30.00 


Zork II 


Apple, 


IBM 


39. 93 


30.00 


Zork III 


Apple, 


IBM 


39.93 


30.00 


Enchanter 


Apple, 


IBM 


49.93 


37.30 


Deedl I ne 


Apple, 


IBM 


49.93 


37.30 




ARCADE 


AND 


STRATEGY GAMES 




SAME 


FORMATS 


LIBT PRICE 


OUR PRICE 


Lode Runner 


Apple, 


IBM 


34.93 


26.23 


ZiKHon 


Apple 




39.93 


30.00 


Pi nbal 1 Const • 


Apple 




39.93 


30.00 


Chop 1 if ter 


Apple 




34.93 


26.23 


Miner 2049er 


Apple, 


IBM 


40.00 


30.00 


Beagle Beg 


Apple 




29.30 


22.00 


Spare Change 


Apple 




34.93 


26.23 


Def ender 


Apple, 


IBM 


34.93 


28.23 


Flight 81m II 


Apple 




49.93 


41.23 


Microsoft 










Flight Sim 


IBM 




49.93 


37.30 


8argon III 


Apple, 


IBM 


49.93 


37.30 


Castle Wolf. 


Apple 




29.93 


22.30 


Millionaire 


Apple, 


IBM 


39.93 


43.00 


Pensate 


Apple 




19.93 


13.30 



SPECIAL! !8PECIAL! ! ! SPECIAL ! ! 'SPECIAL! ! {SPECIAL! ! 'SPECIAL ! 



MEMOREX 3 — ± X 1 £3 
OINJL. V 3*33.050 PER 



IDD 
BOX 



D I SCS 
OF 1 0 ! 



We made a special purchase of genuine MemoreK S8DD discs 
factory seeled in boxes of ten— Just like you buy In the 
store! They are perfect for Apples and other machines 
that use 88SD or 8SDD 3-1/4 discs. The quantity Is VERY 
United, so It's first-come, first-served on this great 
bargain! Don't miss out — order now! 

SPEC IAL! ! SPECIAL! ! !BPECIAL! ! ! SPECIAL! ! ! SPECIAL! ! ? SPECIAL ! ? 




DON'T BEE WHAT YOU WANT AND NEED? Hm can provide ALMOST 
ANY proof or peripheral for ALMOST ANY popular Homo 
cooputor at great dlecount prtcee (NO SURCHARGE for 
VIBA/MC) f All gooda mrm nm, unuitd and guaranteed to 
work. It you havo probleoe, pleaae call or Mrlto for an 
PJMA rnmhmr — aorry, wo cannot accopt roturno without It! 
Prlcoa aro guaranteed until t May 1*04, but aro aubjact 
to chart* aftor that data* 

OA DERI NO INFORMATION AND TERHOi You mmy order by call or 
phono (no olnloual. If uatn§ VISA or MC give naoo aa It 
appoaro on tho card, CORRECT nuwbera and oaplratlon data. 



ALL ordora ahould lneludo your phono nuobor. Paraonal 
checka, Aonoy ordora* caahlara checka, VI8A/MC 
accepted— -pi aa«e no caah or COD. Soorgla raaldvnta add 
4X taa. All prlcoo aro In US funda drawn on US banka. 
SMI PR I NO I URS to oalnland US— add t2.9S ♦ 4X of total 
purchaao (t4.se olnlanaal. US Roatal Sorvlco to Mainland 
US, ARO/FRO, Alaaka, Hawaii, Canada — add §3.90 ♦ 7X of 
total purchaao (tS.SS olnlouai). Foreign ordora (oacapt 
Canadal — add 47. SS ♦ I SI of total purchaao for Inaurad 
air wall (t|0.sS alnleuo). Ordara rocolvad with 
lnaufflclont Shlpplno Handling ehargee will ba 
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Three Dollars 




cable oP concencs f 



NEWS. 



Tha lataat about fcha World of Wizardry 



WELCOME TO WIZINEWS 2 

Braatinga and a word about nan diractiona 

WIZARDRY i CASTING THE BPELL 4 

Part I of a hlatory of tha Wizardry itrin 

BEGINNERS 1 CORNER ;.7 

"How to Build a Strong Party" by Frank Conway 

BUG L1BT 11 

Inaidloua Inavcta in tha Wizardry programa 

A LOOK INTO THE FUTURE 13 

Coming attractiona in tha Wizinawa 

ABHNAPERPL ANBWERB 14 

Bolutiona to tha moat common Wizproblama 

KICKING DRAGONS FOR FUN AND PROFIT 17 

A tala of tha downfall of a Sarioua Ptnon 

THE WIZIBWITCH 22 

Conatructlon projact to cura 80-column haaala 
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